Fun, Fun, Fun, in the Sun, Sun, Sun 


An Eclipse Phase Adventure 
The Krypton Hotel, a Hypercorp resort on a terrestrial world orbiting a red dwarf, has been infiltrated by 
Barsoomian agitators, who plan to rally the indentured staff and seize control of the colony. Firewall 
mistook the infiltrator’s preparations for evidence of a Hypercorp black project, and dispatched a team to 
investigate. The Sentinels are part of a second team deployed after the first went missing, but are caught 
on Krypton when the rebels make their move. The resulting scenario can play out a number of ways, 
many depending on the allegiances of player characters themselves. 
Party Composition 
Given the relatively open ended nature of the scenario, virtually any character can make themselves useful 
in this adventure. Soldiers, hackers, engineers and diplomatic “faces” alike will, with proactive use of their 
skillsets, all be able to use their talents to affect the outcome of the conflict. The factions and allegiances 
of the Sentinels will dictate their course of action once they realize what is really happening on Krypton, 
with the possibility that they may disagree on the proper course of action. If you dislike infighting among 
your PCs, consider steering your group towards playing more ideologically homogenous Sentinels for this 
adventure. 
Briefing 
Firewall contacts the Sentinels through covert means, depositing the information found on pages 102 
through 104 of Gatecrashing. This includes data on the planet itself, the resort, and the messages from 
both Sentinels and staff included in the book. Take care that the players do not read the gamemaster only 
section on page 183, as this will spoil the surprise. If any of your players have already read this, your 
options are to either deal their characters (ideally associated with the Barsoomian Movement) in on the 
conspiracy from the start, trust their ability to separate IC and OOC information, or choose another 
adventure to run. 
The Sentinels’ mission is to find out what happened to the first team, pick up where they left off 
investigating, and if they discover “a suspected secret hypercorp research project that might have involved 
Things We Do Not Involve Ourselves With Anymore,” put a stop to it. 
Getting There 
Sentinels infiltrating Krypton would be best served by posing as either tourists or staff. Firewall will falsify 
backgrounds in either case, booking reservations for Sentinels pretending to be guests, or inserting 
Sentinels pretending to be workers into the indentured labor pool. Obviously anyone posing as a tourist will 
attract more attention and find it more difficult to snoop behind the scenes, but on the other hand insertion 
as indentured hotel staff or construction workers creates an entirely different set of challenges. If the 
players are comfortable splitting the party a mixture of both is acceptable, though this of course creates an 
additional load on the gamemaster. 
The Gate 
Daxam has constructed an enormous pressurized, oxygenated entry hall around the Kryptonian Gate. The 
architecture in the entry hall is, like most of the facilities, in Martian Gothic style, either imposing, bland or 
tasteless depending on who you ask. The concourse near the Gate is filled with the duty free shops typical 
of most exoplanet hotel destinations. In an emergency the building and especially the Gate itself can be 
sealed off, although security on the Krypton side is much less rigorous than at the Pathfinder Gate. The 
Gate’s controls are held in a secure area hidden from public view, and guarded jealously. 


The Trains 
The main concourse leads to a relatively lavish platform, with a transparent ceiling, evoking the venerable 
train stations of old Europe. Out of sight are the more spartan freight platforms, where materials and labor 
are shipped from the Gate to both the extant hotel and the construction site. 


Krypton 
From Gatecrashing 
“Type: Terrestrial (Martian) 
Primary Star: M3V (Red Dwarf) 
Gravity: 0.32 g 
Diameter: 8,700 km 
Atmospheric Pressure: 0.4 atm 
Atmospheric Composition: Nitrogen 69%, Carbon Dioxide 21%, Methane 5%, Oxygen 3% 
Surface Temperature (Min/Mean/Max): —100 C/-40 C/30 C 
Day Length: 9.1 days 
Orbital Period: 40 days 
Satellites: 0 
Gate Access: Martian Gate” 
Settlement of Krypton consists primarily of a small scientific outpost or two, tram lines connecting the 
Gate complex to the main resort, a few oxygenated fjords, and a vast construction project aimed at 
expanding the hotel and resort facilities. 
The Scientific Outposts 

The scientific outposts were established by the initial Daxam teams. Their existence is not advertised but 
is no great secret, and a few have rail lines connecting them to the resort or Gate complex. The majority 
of the work done there is geologic and directed at the planet’s abundant crystals, nothing out of the 
ordinary is to be found at any of them. Though well equipped they are remote and probably of little use to 
the Sentinels, save as boltholes in case something truly catastrophic happens to the rest of the colony. 

The Resort 
The resort is a dome city a few kilometers from the Gate, comprising the hotel and casino, a spa and 
gymnasium, restaurants and shopping, and plenty of essential infrastructure. Entering and exiting the dome 
is done either by train, through a vehicle garage, or through one of the many airlocks. The city is sited on 
an elevated piece of terrain, allowing for a magnificent view of vast, glittering crystal fields as far as the 
eye can see. Guests can take a funicular or walk up the hill from the Train Station to the Hotel itself. 

The Hotel 
The Hotel is a large structure situated at the crest of the hill, with the building connected to the peak of the 
dome by an elevator shaft, allowing guests access to a viewing platform. Daxan has decorated both the 
interior and exterior with Kryptonian crystal, including sculptures and bas reliefs carved from larger 
samples. Imagine any amenity a wealthy transhuman could ask for, chances are it’s available in the Hotel, 
albeit at ten times the going rate in the Inner System (Gate shipping doesn’t come cheap!). The Casino 
offers practically every game of chance known to transhumanity, including a quantum entangled betting 
parlour allowing patrons to wager in real time on sporting events occurring in the Solar System. The Hotel 
is furnished with other miscellaneous shops, lounges, bars and restaurants too numerous to list here. 

The Spa and Gymnasium 


Adjoining the hotel are the spa, gymnasium, bodybank and clinic. From sports and swimming to fitness 
and massages to augmentation and resleeving, the spa and gymnasium offer almost any service that would 
be available in the Inner System (though many Hyperelite customers prefer to stick with custom designed 
morphs and bioware from their trusted, private providers). 
The Town 
The rest of the tourist town is given over to restaurants, clubs, cafes, brothels, boutiques, nanofab parlors, 
and other shops and enterprises aimed at separating customers from their money. These run the gamut 
from ubiquitous Inner System franchises to exclusives that are considered an unmissable part of the 
Kryptonian experience. 
The Infrastructure 
Power is provided by a geothermal power plant just outside the dome, leveraging ongoing underground 
volcanic activity. Food, water, materials recycling and other biologicals are handled by installations located 
inside and adjoining the dome. As part of reducing the enormous expense of shipping material through the 
Gate, Daxan has attempted to make the resort as self sufficient as possible, at least in terms of power and 
mass. This is one of the motivating factors for ongoing construction, as currently the resort complex has 
just about reached the maximum mass and energy usage possible given the state of the systems currently. 
Much of the resort’s nanofacturing has been subverted by the Barsoomian infiltrators, secretly used to 
produce weapons and other gear in preparation for the rebellion. It is possible but very difficult to detect 
the subversion by examining the devices. 
The Staff 
Hotel staff are primarily indentures, with a few professionals filling highly skilled roles. The hotel sleeves 
all employees expected to interact directly with patrons in either biomorphs or pods, usually Splicers, 
Workers, and the occasional Pleasure Pod. Construction, maintenance, and other indentured workers out 
of guest’s sight are sleeved in Synths or Cases. Use the stats for “Indentured Infugee” from the NPC 
file, albeit with different morphs where appropriate. One staff member out of every five is a Barsoomian 
infiltrator, though through brainprint masking and other covert operations techniques they have managed to 
make themselves virtually indistinguishable from the rest of the staff. These agents have the rep, base 
aptitudes and skillsets of the Autonomist Saboteur from the NPC file. 
The security is predominantly professional, sleeved in Exalts or Guards and armed predominantly with 
nonlethal beam and kinetic weapons, though lethal hardware is available if necessary. Use the stats for 
“Security Trooper” from the NPC file, albeit with different morphs and gear where appropriate. 
Barsoomian penetration of resort security is limited to about one in ten. Security on Krypton primarily 
concerns itself with maintaining clients’ privacy and breaking up the occasional drunken or drugged out 
brawl. 
Davos Khan 
Davos Khan is the director of Daxam’s operations on Krypton. Cassie Schmidt and Marek Kai Shan 
have successfully fooled him into believing the irregularities in science and resort operations are the result 
of departmental rivalries. Khan is completely oblivious of the degree to which Autonomists have infiltrated 
Daxam’s operations on Krypton. Khan’s success is attributable to being in the right place at the right 
time. His posting to Krypton is fortuitous to him, as if he were forced to compete in the Consortium 
proper he’d quickly be replaced by someone more competent. 
Roleplaying: Everything that goes right is because of Khan, everything that goes wrong can be attributed 
to an incompetent subordinate. 


Motivation: +Credit, -Blame 

Cassie Schmidt 
Cassie Schmidt was an unremarkable geologist employed by Daxam in the initial expedition to Krypton. 
At some point she was kidnapped, ejected from her morph and replaced by a Barsoomian impersonator by 
the name of Ludmila Vladova. This replacement has so far gone beneath the notice of Daxam’s 
leadership. 
Ludmila as Schmidt is the de-facto leader of the Barsoomian group which has infiltrated Krypton. Though 
organized without any official leadership the Autonomist guerillas will defer to her on matters of 
importance. 
Roleplaying: Ludmila as Schmidt is disgusted at the amount of Gate time and company resources 
devoted to hotel operations rather than research and scientific concerns. Ludmila as Ludmila enjoys being 
a self described “Soviet Russian,” and is an enthusiastic Anarcho Communist. 


Motivation: +Barsoomian Movement, +Anarcho Communism, -Indentured Servitude 


ee ea 
Relevant Skills: Academics: Geology 30 (Kryptonian Geology 40), Beam Weapons 40, Climbing 30, 
Deception 50, Demolitions 50, Fray 60, Freefall 50, Freerunning 40, Impersonation 75, Infiltration 50, 
Interfacing 60 (Forgery 70), Infosec 50, Kinesics 40, Language: English 50, Language: German 60, 
Language: Native Russian 90, Networking: Autonomist 60 (Barsoomians 70), Networking: Criminal 35, 
Perception 40, Profession: Hypercorp Researcher: 45, Programming 60 (Nanofabrication 70), Protocol 45 
(Hypercorp 55), Scrounging 60, Unarmed Combat 45 
Reputation: @-rep 60, r-rep 40, c-rep 25 
Traits: 
Implants: Basic Biomods, Basic Mesh Inserts, Cortical Stack, Eidetic Memory, Hyper Linguist, Math 
Boost 
Gear: Anonymous Account, Fake Ego ID, Maker, Microwave Agonizer, Microwave Link, Smart Vacsuit, 
Spray Armor, Wrist Tools 
Armor: 3/4 (Armor Clothing) 
The Beaches 

A passenger train from the main resort dome leads to a couple of Kryptonian beaches. These of course 
have attached cabana clubs with bars and spas. At any time there is usually a goodly number of tourists 
bumming around the beaches, a lifeguard sleeved in an olympian, a few indentured towel boys, etc. 

The Construction Site 
Daxam is engaged in the construction of a secondary dome, aimed at expanding resort facilities. This 
town will be even larger than the first, and will include greatly expanded hydroponics, minifacturing and a 


planned fusion power plant. It is sited near a fjord, which the dome will eventually cover. The 
construction staff is mostly indentures sleeved in Synths or Cases, with a few Daityas for heavy lifting. 
Concealed in the ongoing construction is a very well hidden Barsoomian bunker, equipped with weapons, 
spare morphs and a command center. Detecting this bunker is quite difficult, it is extremely unlikely that 
someone not actively searching could locate it. 

The Surface 
Krypton’s surface is comprised of vast fields of crystals. To survive without environmental protection, a 
biomorph needs oxygen reserves, enhanced respiration, or some other means of surviving in the oxygen 
poor atmosphere. The resort leads occasional parties of guests on tours outside the Dome, either clad in 
vacsuits or sleeved in specialized morphs. 

The Guests 
Krypton primarily serves rich Inner System guests, mainly wealthy socialites and management of mid level 
Hypercorps, but also the occasional contest winner or clutch of middle class Consortium citizens on a 
company retreat. At any given time there will be a few thousand patrons, a few of whom will be truly 
famous faces systemwide, the rest recognizable to anyone with the right Interests or Networking skills. 
The exact composition of the guest list isn’t important, save for one key member. 

Masamune Sakagami 

The son of an obscenely wealthy and powerful meth, Masamune Sakagami has spent a century building 
his own small empire in the shadow of his mother and elder siblings. As much power and influence he has 
accumulated, his fondest ambition is control over the family, and the destruction of his immortal elders. 
Sakagami has decades of military and business experience, and is a formidable opponent both on the 
battlefield and in the boardroom. Like the rest of his family, he is a ruthless and vindictive man. 
Roleplaying: Sakagami is very skilled at concealing his intentions. Externally he is very polite, reserved 
and unassuming. He maintains this facade by virtue of his incredible patience, in reality he is an 
enormously cruel man with nothing but disdain for his fellow transhumans. In life or death situations he 
sheds his calm exterior and turns the air blue with curses and other invective. 


Speed 
l2 Jalo 
Morph: Remade 


Relevant Skills: Academics: Analytic Philosophy 60, Academics: Economics 85, Academics: Psychology 
60, Academics: Xenology 60, Art: Singing (Opera) 70, Beam Weapons 60, Blades 65, Deception 70, 
Disguise 65, Fray 60, Gunnery 40, Hardware: Armorer 50, Interests: Factors 55, Interests: Inner System 
Politics 55, Interests: Tennis 55, Interests: TITANs 55, Interest: Torture 55, Interfacing 50, Intimidation 65, 
Investigation 55, Kinesics 80, Kinetic Weapons 75, Language: English 75, Language: Japanese 95, 
Language: Polish 85, Language: Urdu 60, Medicine: Nanomedicine 50, Networking: Hypercorp 90, 
Networking: Media 80, Networking: Criminal 70, Perception 65, Persuasion 75, Programming: 50, 


Profession: Black Ops 75, Profession: CEO 75, Profession: Regime Engineer 75, Protocol (Hypercorp) 80, 
Research 50, Seeker Weapons 60, Unarmed Combat 75, Copious others as needed 

Reputation: c-rep 95, f-rep 85, g-rep 80 

Traits: Adaptability (Level 2), Brave, Immortality Blues, Mental Disorder: Antisocial Personality 
Disorder, Pain Tolerance (Level 2), Phoenix, Striking Looks (Level 2) 

Implants: Aegis, Basic Biomods, Basic Mesh Inserts, Bioweave Armor (Light), Circadian Regulation, 
Clean Metabolism, Cortical Stack, Dead Switch, Eelware, Eidetic Memory, Emergency Farcaster, 
Endocrine Control, Enhanced Pheromones, Enhanced Respiration, Enhanced Vision, Hyper Linguist, Math 
Boost, Medichines, Mnemonic Augmentation, Multi-Tasking, Nanophages, Neurachem (Level 1), Reflex 
Booster, Sex Switch, Temperature Tolerance, Toxin Filters, T-Ray Emitter 

Gear: Anonymous Account, Covert Operations Tool, Guardian Angel, Guardian Nanoswarm, Miniature 
Radio Farcaster, Servitor, Smart Clothing, Smart Dust, Software (Sniffer, Spoof, Tracking), White Noise 
Generator 

Armor: 9/18 (Aegis Nanoswarm, Bioweave Armor (Light), Second Skin, Smart Skin, Armor Clothing) 


Phase 1: Confidence and Paranoia 


The first phase of the adventure comprises the Party transiting the Martian Gate and arriving on Krypton, 
either as guests or workers. From there they either travel to the resort or assume their duties as 
employees. The Sentinels go through whatever their cover entails, either enjoying the facilities or laboring 
in the resort or construction site. There are ample opportunities for them to gather clues and get into 
trouble either way 
e Anyone with the right skills might be able to figure out that many facility nanofabricators have 
been compromised, including the majority at the construction site 
o (The Autonomists intend to use them to produce weapons and other gear) 
e Examining shipping manifests and inventories will reveal that plenty of material has come through 
the Gate but never made it to its intended destination. 
o (Its being funneled to the hidden bunker in the construction site and a couple hideouts in 
the research installations) 
e The Research Team is rarely seen, nobody seems to know exactly what they’re working on 
o (They often disappear into the bunker) 
If the PCs get too nosey there’s a chance that either loyal Daxam security or (more likely) the 
Barsoomians will attempt to bring them in for interrogation. If the infiltrators catch anyone who they judge 
to have sufficient Autonomist sympathies, they will try to bring them into the conspiracy, giving them 
access to their hidden bunker and providing a bridge to Phase 2 of the adventure. Anyone else they will 
consign to psychosurgical deconstruction or dead storage, filling their morph with an impersonator. 
Masamune Sakagami has been conducting his own clandestine investigation. If he has sufficient reason to 
trust the Sentinels (such as their c-Rep, Hypercorp background or military experience) he will inform them 
that he has evidence of a conspiracy among the staff. He has been preparing contingencies and 
stockpiling resources, but has not attempted to relay his fears to anyone in the Solar System out of fear 
that the Barsoomians are monitoring him and would intercept the communique. If the PCs are willing to 
somehow transmit a message back to his people in the Consortium (through one of the sources of quantum 
communication or through the Gate) a contingent of his agents will arrive a day or so later. Treat these as 


Beta forks of Sakagami with Modified Behavior: Loyalty to Alpha Sakagami Level 3, sleeved in various 
high end morphs. 

If the PCs discover the conspiracy on their own and decide to reveal it, or if the Autonomists discover 
their cover is blown and the Sentinels are not sympathetic to their cause, proceed to Phase 2 of the 
adventure. 

If the Sentinels are somehow unable to uncover the conspiracy and do not attract attention to themselves, 
the Autonomists strike when a critical mass of potential Hypercorp hostages arrives at the resort, a week 
or so after the PCs began investigating. 


Phase 2: Balance of Power 


The second phase of the adventure comprises the initial Barsoomian attempt to take over the colony, as 
well as the Consortium response. 
The Autonomists will most likely catch resort security completely unawares and overwhelm them, 
especially if their hand was not forced and they had all the time they needed to prepare. The primary fight 
will be over the Gate itself, which security will do a better job defending than the rest of the colony. If 
Sakagami’s forks arrived, they will be able to prevent the Barsoomians from seizing the Gate, but 
otherwise they will inevitably capture it. 
If the Autonomists manage to quickly cut off Gate traffic and seize all sources of Quantum 
Communication (one in the Gate complex, one in the resort security center, one in the casino), and if the 
Sentinels did not relay Sakagami’s warning, the Consortium will be unaware that the colony has been 
seized, but otherwise the clock will be ticking the second they hear word of rebellion. Once the 
Barsoomians control the Gate, they will begin fortifying the area around it, and attempting to establish 
contact with friendly Autonomist colonies on other exoplanets. 

The Situation Develops 
If the Barsoomians take the Gate and have nobody capable of operating it, they will attempt to coerce 
Daxam’s Gate technicians into doing the deed. If the techs prove uncooperative the Barsoomians will skip 
straight to brainhacking. 
If the Barsoomians have control of the Gate and are capable of operating it, they will attempt to establish 
contact with an exoplanet controlled by a power within the Autonomist Alliance. Either pick a planet from 
Gatecrashing, or use one of many online planet generation resources to come up with a suitable world. 
Which Autonomist power controls the world and whether they will assist the Barsoomians (allowing them 
to evacuate through the Gate, rendering military assistance) will likely depend on the knowledge of the 
Gate operator and the diplomatic skills of the PCs respectively. 
Unless the Barsoomians were immediately able to seize and operate the Gate, Pathfinder’s response 
(provided they were alerted to the crisis) will arrive before a connection can be established. The assault 
will begin with a barrage of nanowar and biological agents, followed a mixture of “HOPLITE Infantry” 
from the NPC file and “Direct Action Mercenaries” from the Sunward sample character section. A full 
scale combat between the Barsoomians and the Mercs will likely be too large to simulate under EP’s 
combat rules, suffice to say that barring outside military assistance or an extremely creative defensive 
strategy (most likely if the PCs are aiding the Barsoomians) Consortium forces will be able to seize the 
Krypton side of the Gate. 
If Pathfinder’s counterattack seizes the Krypton side of the Gate the mercs will work their way towards 
the resort and construction site, and the Barsoomians will attempt to delay them with ambushes and by 


destroying infrastructure. Once Consortium forces reach the resort dome things turn nasty. The 
Barsoomians will threaten to start killing hostages and sleeving the egos into torture virtualities if the mercs 
continue their advance. 

Once the hostages are free, or once it’s clear the Barsoomians are carrying out their threat, the mercs will 
attack the resort, making a beeline for the hotel. In the brutal urban fighting that follows the Hypercorp 
mercs will take the dome, though sporadic opposition and guerilla attacks will continue for some time. 


Phase 3: The End 


The last phase of the adventure comprises the ultimate fate of the Barsoomian infiltrators, the guests they 
took hostage, the player characters, and the colony itself. 
If the mercs took the resort dome and construction site, the surviving Barsoomians retreat into the 
hinterlands to continue the fight. The sporadic resistance they offer will be much diminished if Cassie 
Schmidt is dead. The Consortium reasserts control, most likely revoking Daxam’s rights to use of the 
planet and placing Krypton in more capable hands. Repression and tightening of leashes follows on all 
Consortium exoplanets, especially those with large indentured populations. 
If the Barsoomians were able to establish gate contact with friendlies they either evacuate themselves and 
as many of the other indentures who are willing through the Gate. If they managed to procure effective 
military assistance through the Gate (unlikely but possible, perhaps if they manage to sweet talk a Titanian 
colony) then they may be able to repel the Hypercorp assault. Repatriation of Consortium citizens may 
proceed smoothly, or the Barsoomians and their new allies may decide they still need collateral to ensure 
the colony’s autonomy. Both the escape or the occupation will go more smoothly if Sakagami is dead. 
The Role of the Sentinels in Phases 2 and 3 

e The party may be involved in the initial attack or defense of the Gate complex, or other attempts 
to seize nanofabrication, communication and resleeving facilities. 

e The party may be tasked by the Barsoomians (whether or not they wanted to) with establishing 
Gate contact to Autonomist controlled exoplanets, provided one or more of the Sentinels has the 
relevant expertise. 

e Ifthe party sided with the Barsoomians , Schmidt will assign them the task of neutralizing 
Sakagami, who they believe is an Oversight agent deployed to monitor the resort. 

o Sakagami will disappear the moment the fighting starts, sleeving forks of himself into as 
many morphs as he can get his hands on, gathering weapons and leading a one man 
resistance. He will prove a formidable opponent. 

e Ifthe party sided with Sakagami, he will give them the task of neutralizing Schmidt, who he 
believes to be an important Barsoomian leader. 

o Schmidt may monitor the situation from the Barsoomian bunker, lead from the front, or 
disappear into the Kryptonain hinterlands. She will prove difficult to pin down, but not 
nearly as dangerous as Sakagami. 

e The Barsoomians may put the PCs in charge of rounding up and corralling the guests, especially 
anyone of importance to the Consortium. 

The Barsoomians may attempt to take the PCs hostage 
If the Sentinels sided with the Barsoomians their aid may be necessary in negotiating aid from 
other Autonomist exoplanets 


e Ifthe PCs sided with Sakagami or the Consortium, they may be tasked with infiltrating the hotel 
and rescuing as many of the hostages as possible. 
e Ifthe Sentinels sided with the Barsoomians and the Consortium crushes all resistance, they may 
need to hide out until such time as they can make good their escape 
There are essentially three paths the Sentinels can take. They may ally themselves with the Autonomists 
and attempt to aid the takeover, ally themselves with the Consortium and attempt to crush the rebellion, or 
remain neutral and attempt to weather the storm and escape as soon as possible. It is entirely possible, 
though unlikely, that the players will manage to take one of these courses without running into any 
opposition or conflict, in which case the best solution is to add a twist of some kind that forces them to 
take a more active role in the whole affair. Remember that, thanks to the tyranny of interstellar distances, 
a character attempting escape by emergency farcaster would take years to reach even the nearest 
exoplanet colony. 
Rewards 

Barsoomian Aligned Parties 
+5 Rez, +5 @ rep Killed Sakagami 
+5 Rez +5 @ rep Barsoomians escaped through Gate 
+5 Rez +10 @ rep Barsoomians retained control of Krypton 
Consortium Aligned Parties 
+5 Rez, +5 c rep Killed Schmidt 
+5 Rez, +5 c rep Consortium retook Krypton 
+5 Rez, +10 c repRescued hostages from death/psychotorture 
Neutral Parties 
+5 Rez Evaded capture by Barsoomians 
+5 Rez Evaded torture at hands of Barsoomians 
All Parties 
+5 Rez Escaped Krypton alive 


